Previous work has shown that humans distribute their visual working memory (VWM) 13 resources flexibly across items: the higher the importance of an item, the better it is 14 remembered. A related, but much less studied question is whether people also have control over 15 the total amount of VWM resource allocated to a task. Here, we approach this question by 16 testing whether increasing monetary incentives results in better overall VWM performance. In 17 two experiments, subjects performed a delayed-estimation task on the Amazon Turk platform.
At the start of the experiment, subjects received written instructions about the task and about 110 how their performance would be scored ( Fig. 1B ). Next, they were informed about the bonus 111 payment. For a subject in the condition with a maximum bonus of $10, the text in this screen 112 would read "You will receive $1 for each point you get on a trial. For example, if your highest 113 score among the three trials is 7 points, then your actual bonus is $7. You will not receive any 114 bonus if you get 0 points!". Thereafter, they performed 15 practice trials that were identical to 115 trials in the actual experiment. After finishing these trials, a multiple-choice quiz was presented 116 with three questions to test the subject's understanding of the task and the potential bonus 117 payment. Subjects who failed on at least one of these questions were disqualified from the 118 experiment. The remaining subjects performed 250 trials of the delayed-estimated task with the 119 five set sizes pseudo-randomly intermixed. To check if subjects were paying attention, we asked 120 them at three points in the experiment to press the space bar within 4 seconds. Subjects who at Subjects were briefly presented with 1, 2, 4, 6, or 8 Gabor patches, which they had to keep in memory during the delay period. Thereafter, a randomly oriented Gabor patch would appear at one of the previous stimulus locations. The task was to match the orientation of this stimulus with the remembered orientation of the stimulus that had appeared earlier at this location. The procedure in Experiment 2 was the same, except that no feedback was shown. Stimuli and procedure 163 The stimuli and procedure for Experiment 2 were identical to Experiment 1, except for the 164 following differences. First, subjects were reminded of the bonus four times in the instruction 165 screen (compared to only once in Experiment 1) and during the task itself the following message 166 appeared after every 50 trials: "You have completed X% of the Experiment. Remember that you 167 have the chance to earn a $Y bonus!", where X and Y were determined by the number of 168 completed trials and the amount of bonus, respectively. Second, no performance feedback was 169 given, neither during practice nor during the actual experiment. Third, the length of the practice 170 phase was reduced to 10 trials, but three "walk-through trials" were added at the start in which 171 subjects were fully guided with additional written instructions. Lastly, after the experiment, In two experiments, we found no evidence that VWM resource allocation depends on 217 performance-contingent monetary reward. We consider multiple possible explanations for this 218 finding. First, it may be that VWM uses a fixed amount of resource, independent of the task at 219 hand. However, this explanation contradicts previous evidence suggesting that the amount of where ε is the error in degree. The score was rounded to the nearest integer to obtain the number 347 of points (Fig A1, black) . In Experiment 2, a highly similar function was used (Fig. A1, red) . 
